Prestige Class: Dragon Disciple 


Key: 

Blue comments are things implemented or changed 

Red comments are things removed and remain for prosperity's sake. 
Neutral comments are just general comments about features. 


Dragon heritages exist in many individuals, manifesting as sorcerous arcane powers 
sometime in their life, and usually causing gradual but spectacular transformations into more 
draconic forms. However, none go as far nor push the transformation as much as a Dragon 
Disciple, with the end goal of one day achieving metamorphosis into a half-dragon. 

This process is long, grueling and, depending on which heritage the disciple takes after, 
extremely deadly. But all dragon disciples end this process changed from what they were 
before, and usually with extraordinary powers matching even true dragons. 


Requirements: 

Language: A dragon disciple must know Draconic. 

Charisma 13: A dragon is bold and demands attention, no matter what lineage they hail from, 
and whether they wish this attention or not. 

Constitution 13: Only those with the ability to withstand the rigors of this metamorphosis will 
have any chance of achieving their full heritage. 

Class levels: Must be a 3rd level Sorcerer with the Draconic Sorcerous Origin before taking 
levels in this class. 

Initiation Ritual: Each dragon heritage requires a different initiation ritual before a dragon 
disciple may begin their ascension. The most important aspect of this process requires the 
involvement of a true dragon. Whether it be pledging service to the bloodline from which you 
hail and performing a grueling task before this may be accomplished, or defeating a true dragon 
in combat for the express purpose of beginning this ascension, it is entirely on a case by case 
basis. Then, a ritual is performed. There are two major rituals that may be performed, but there 
may be more secretly guarded methods for those who seek to transform themselves into 
half-dragons. 

The first is a blood ritual involving submersion within a vat of true dragons blood, and 
usually willingly given, from a still living dragon. This ritual takes up to a week, in which the 
participant is suspended in animation as the blood seeps into them, mingling with the already 
existing draconic blood to bring it into full potency. The final step of this ritual comes as the 
dragon disciple is about to reach 10th level. The disciple re-performs this process in the blood of 
a dying ancient dragon, who has willingly relinquished the last moments of their life to give onto 
the disciple their power and their knowledge. This process takes upwards of a year, in which the 
dragon teaches the disciple all that they understand and all they have learnt, and how to 
become one of the true dragons themselves. At this year’s end, a somber parting ritual is 
performed, and the ancient dragon’s life ceases and it’s lifeblood released into a large vat in 
which the disciple shall submerge themselves within. After a month left in suspended animation, 
the disciple emerges from the blood bath having fully ascended into a half-dragon. 


The second method is the most dangerous, but most favoured among the chromatic 
dragon disciples, or those with a desire for power over others as a means of domination. This 
requires the slaying a true dragon of Young or older, and consuming it’s heart raw, moments 
after it is removed from it’s body. So long as this is done within an hour after the heart is 
extracted, and 3 days after the dragon’s death, and the dragon was slain by either the dragon 
disciple or their allies hands, the ritual will be considered complete. However, to achieve 10th 
level in this class, the dragon disciple must slay another dragon disciple of 10th level and 
consume their heart to achieve their final metamorphosis. This must be a battle fought in single 
combat, and should the disciple lose this conflict, they will in turn be slain and their heart 
consumed by the victor to achieve even greater power. The result of which is up to DM 
discretion, including whether a dragon disciple player character is able to gain further power 
from the slaying of another 10th level disciple or lower. 


The Dragon Disciple 


1st: Blood of Dragons, Improved Draconic Resilience 

2nd: Dragon Ascendence (+2 Strength or +2 Constitution) 

3nd: Natural Weapons 

4th: Dragon Breath Weapon 

5th: Improved Draconic Resilience 2 

6th: Dragon Breath Weapon Enhancement 1 

7th: Longevity of the Ancients, Natural Weapons 2 

8th: Improved Draconic Resilience 3, Dragon Ascendence (+2 Charisma or +2 Constitution) 
9th: Dragon Breath Weapon Enhancement 2 

10th: True Form 


Class Features: 


Hit dice: 1d12 1d8 per dragon disciple level 
Hit points per level: 1d12 (or 7) 1d8 (5) + your constitution modifier per dragon disciple level. 


Proficiencies: None 
Saving Throws: None 
Skills: Perception 


Blood of Dragons: At 1st level, a dragon disciple begins their journey towards their 
transformation by tapping further into their own draconic blood. Though being a dragon disciple 
does not impart spellcasting in of itself, you do add half your Dragon Disciple levels to your 
Sorcerer levels to determine your spellcasting as per multiclassing rules. For instance, a 
character who is a 5th level Sorcerer/ 2st level Dragon Disciple is treated as a 6th level Sorcerer 
for the purpose of spellcasting and spell slots. A dragon disciple also adds their total dragon 
disciple levels to their sorcerer level to determine at which point they gain their Origin class 


features. Using the previous example, despite only being a 5th level sorcerer, this character 
would gain their 6th level Origin ability at their 1st level in the dragon disciple class. 

This does not count as gaining levels in the sorcerer class for determining any other 
features of a sorcerer, and neither do you gain additional spells according to the sorcerer Spells 
Known table from your levels in dragon disciple. 


Improved Draconic Resilience: A dragon disciple’s scales become even hardier. At 1st 
level, whenever the dragon disciple is damaged by a nonmagical slashing bludgeoning or 
piercing weapon, they reduce this damage by 3. You also reduce incoming damage of the 
damage type that matches your draconic heritage by the same amount. In addition, you treat 
your dragon disciple levels as qualifying for additional hit points per level from your Draconic 
Resilience sorcerous origin feature. At 5th level, a dragon disciple’s base AC improves to 14 + 
Dex. At 8th level, the dragon disciple reduces damage against even magical weapons and 
reduces damage by a further 2 points. and may use their Elemental Affinity sorcerous origin 
feature once per day without spending sorcery points. 


Dragon Ascendence: A dragon disciple’s body slowly evolves as they draw ever closer 
to their full manifestation. At 2nd level, a dragon disciple chooses to gain either +2 Strength or 
+2 Constitution. This cannot exceed 20. At 8th level, the dragon disciple may choose to gain 
either +2 Charisma or +2 Constitution, using the same restrictions. 


Natural Weapons: At 3rd level, a dragon disciple gains claws as a natural weapon that 
deal 1d4 slashing damage as their hands morph into sharp points, as well as a bite attack that 
deals 1d6 piercing damage as their mouth fills with sharp teeth. At 7th, a dragon disciple deals 
an additional 1d6 of damage of a type associated with their colour whenever they use their bite 
attack. 

A dragon disciple may use either their Strength or Dexterity modifier while attacking with 
their natural weapons to determine attack and damage bonuses. In addition, whenever a dragon 
disciple uses their claws or bite attack as part of an Attack action, they may also make an attack 
with the other natural weapon as part of that attack action as a bonus action. 


Breath Weapon: At 4th level, a dragon disciple gains a breath weapon associated with 
their draconic lineage. For the purposes of what type of breath weapon the dragon disciple 
gains and how it functions, refer to the dragonborn’s breath weapon table and breath weapon 
racial feature in the Player’s Handbook (P.34). However, there are some additional changes. 
Treat this breath weapon much like the dragonborn’s breath weapon, including it’s DC and 
recharge period. If the dragon disciple is a dragonborn, you gain an additional usage of your 
breath weapon per short rest when you gain this feature and all bonuses from this feature apply 
also to your racial breath weapon. A dragon disciple adds their Constitution modifier to the 
damage dealt with their breath weapon, and use their character level to determine the damage 
of the breath weapon, as per the dragonborn racial feature. 

At 6th level, add an additional 1d6 damage to the damage roll, and all targets of the 


breath weapon that do not successfully save against the breath weapon take an additional 
penalty depending on the damage type. These effects use the breath weapon’s saving throw 
DC: 

Fire: The target is set ablaze, taking your Constitution modifier + 1d6 in fire damage 
every turn until they successfully extinguish the flames. Extinguishing the flames is an action 
that requires an additional Dexterity saving throw. If unsuccessful, the creature takes this 
damage again. Entering a body of water immediately extinguishes the flames, and dousing the 
creature in a bucket’s worth of water gives advantage to the save. Rolling on the ground also 
provides advantage to this save, but the creature must end their turn prone and have enough 
room and speed to move 5 feet in two directions as part of the action. 

Cold: Creatures become partially frozen, reducing their movement speed by half for a 
number of rounds equal to your Constitution modifier + 1. If these creatures are damaged with 
any fire damage which in total exceeds your Constitution modifier, they immediately thaw. These 
creatures also have disadvantage on all attack rolls, Dexterity based skills and Dexterity saving 
throws while frozen in this way. A creature can make an additional Constitution saving throw to 
remove this effect each turn at the end of their turn. 

Lightning: Creatures are stunned until the end of your next turn, and cannot take 
reactions for as many rounds afterwards equal to your Constitution modifier. They must repeat a 
Constitution saving throw every turn to remove this effect at the end of their turn. 

Acid: Each creature’s held and worn nonmagical metal armour and weapons are 
damaged by this breath weapon, reducing a weapon’s damage by 1 and total AC bonus from 
armour and shields by 1. If this damage is ever reduced to -5, or AC bonus from armour 
reduced to 10 and shield bonus to +0, it is destroyed. This breath weapon also sticks to 
weapons and armour, and must be totally removed as an action. This action removes all acid, 
but the creature takes an additional 1d6 acid damage. If not removed, it continues to eat away 
at the metal, causing further damage each round it is left on. 

Poison: The poison lingers in the creatures bloodstream. The creature is considered 
poisoned, and at the start of every turn, the creature must make an additional Constitution 
saving throw or take your Constitution modifier + 2d6 in poison damage. Upon three successful 
saving throws, the creature is no longer afflicted by the poison. 


At 9th level, you add an additional 1d6 damage to your breath weapon’s damage, and it 
bypasses any resistance to its damage type. In addition, you gain an extra use between short 
rests of your breath weapon. 


Longevity of the Ancients: At 7th level, if your race’s maximum natural life span is less 
than 300, treat it as 300 for the purposes of this feature. You expand your total maximum 
lifespan by 20 times your races natural maximum, and you no longer take penalties as a result 
of age. In addition, upon living a total of 3000 years, increase your Strength, Constitution, 
Intelligence, Wisdom and Charisma scores by an additional 2. If this would cause you to exceed 
20 in any of these ability scores, increase your maximum score by 2. If you live to 5000 years, 
increase these bonuses by an additional 2, including the bonus to maximum ability scores. 
These increases cannot cause a single ability score to exceed 30, if at all possible. 


True Form: At 10th level, you have achieved full ascendence to become a half-dragon. 
You permanently gain resistance to your associated dragon heritage’s damage type, darkvision 
up to 60 feet or an additional 30 feet if you already have darkvision, blindsight to 10 feet, and 
whenever you utilize your Elemental Affinity sorcerous origin feature, you instead gain double 
your damage reduction against your damage type. You also gain shapechange as per the spell 
as a Spell-like ability you may use once between long rests to change into a Young true dragon 
of your associated colour. You cannot lose concentration on this spell-like ability as a result of 
damage. Treat this spell-like ability as having a spell slot equal to half your character level -1, 
maximum 9th level, for the purpose of dispe/ magic and similar effects. 


